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WAnraMIl; PtB«rS€ carefully READ' THE OOr^UMER IHFORIMTICI^ AISIC 
PRECAUTIONS BOOKUET INCLUDED WITH THIS PHOEMJCT BEFORE UStNG 
VOUR NIWTENCWD® HARtlWftfie SySTgfci. GAME PAK; Ofl ACCeSgORV. 



/ his official s^ai is your assurance 
that Nintendo has reuiewed this 
product and that U mei our 
standards for excellence in workman¬ 
ship, feUabiUta and entertainment 
value. Always look for this seal tohen 
buying games and accessories io 
ensure complete compatibility Lfifh 
your Idintendo product 


All Nine$Hdo nc^os^d by sals fcrf ij$a dnly with dihar 

authorized products bearirg the Official Nintofido Seal of Ouaitty™ . 


Thank you for playing the Battle Clash'''' Game Pak for your 
SUPER NINTENDO ENTERTAINMENT SYSTEM? 

Please read this instn/ctiori ixiof^let ttwrou^hly lo ensure proper handling of 
your new games. Them save tfiis booklet for future refefence. 


MOTE: This gartte cart only be played with ihe Super NES Super Scope’™ accessory. 


5 . CS RTS 1rji0'ernflrfc& tjf l^jintRrch^ crt Arncrica Inc. 
9 lose Ninlier^ 


2 



Story ..*.*.*.... 4 

Control Buttons and Basic Operation . 6 

Preparing for Play .*.. 8 

Stort/ng the Gome & Se/ecting Modes,,., 9 

Opening Challenge and Game Screen . 10 

£>rf>/anation of Game Play ..... 11 

Stage C/eor or Gome Over . / 2 

Specid/terns ....... /3 

Bott/e Gome Tips and Strategy . / 4 

Enemy Profiles ......».. / 5 

fSARA/Vl 

■ J/ ;■ P 

tf-- 

LORCA 

/VAN 

ARTEMtS 

SCHNEIDER 

VAilUS 

BARON 


3 























Heedless of warnings from nature and of socia] unrest 
human society collapsed even as the 21st century ushered 
in a new era of technology. In the wake of riots, food 
shortages and crimef cities became ruins and were divided 
into armed camps. Matural disasters made life difficult for 
those who survived the colJapse. Earthquakes and volcanos 
devastated several of the earth's great metropolises. In this 
world of anarchy^ human life was full of vioiencej. hatred and 
hopelessness. The only source of amusement for these 
people was the Battle Game. 



The Battle Game pitted two fighters against each other in 
arenadike combat. For the amusement of the masses, 
advanced technology was twisted to create giant armored 
riot suits, actuallj^ hydraulically powered humanoids, called 
"Standing Tanks or STs for short. E^ttles between these 
metal monsters continued until only one combatant was left 
standing. Victory in the Battle Game meant power and 
prestige. Those who survived a loss in the arena became low 
class citizens and were forced to serve the winners. 
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But not all accepted their lots in life. Although his father 
had been defeated in the Battle Came, young Mike Anderson 
refused to live with the station forced on him by the Battle 
Games codes. He was determined to seek vengeance on the 
fighter who had defeated his father: Anubis and his ST^ 
THAMATOS. Mike dedicated his life to 
learning all he could about the 
technology of the STs; their 
weapons, mechanical workings 
and defensive systems. 

As Mike trained his mind 
and body, however, Anubis con* 
tinued to win 
more power in the 
Battle Game. Anubis promoted the best 
fighters in the Battle Game to be his 
''Chiefs,'^ With this titJe each was given 
control over a portion of the ruined 
earth. Rather than issuing a standard 
Battle Ga me challen ge to another 
ST^ Mike was faced with a more 
dangerous undertaking. He had 
to fight his way through Anubis's 
Chiefs to reach his ultimate 
goal; a battle clash to the 
finish with Anubis 
and his ST 
THAMATOS. 


ST FALCON-VITAL STATS 

Heigtil; 6.^5 meters 

Wiittli: 6.25 meters 

Weight; 21.500 kg 

MaK Speed: 155 km-li 
Engine: Al Ison RD■T4& 2200kg 

AHson LD-T;J7 1200kg 





















PAUSE BUTTOM 


FVess the PAUSE biitson to inEerrupt g^tne ptay, 
Prcsj PAUSE co reaume game play. 

WhiE& the i$ paua^d^ you cera rsfalibrauf 
the Super Scope accessory. 


SWITCH 


Slide this switch forv^ard to the center position to turn 
the power on- NOTE: You can also set this switch to 
TUI^BO. On this aetcifig you will shoot continuoualy 
when you hold the FIRE button down. 


CURSOR BUTTOM 




Mil 


To aina, afign the center of 
the Front Sight over yoer 
target while lookingthrough 
the Sight Tube. 


D 


Press this button to shoot at the screen. 


iry Battle Clash the CURSOR buttort is used to select special weapons^ such 
as the Bomb, for use. See the appropriate section of the man ual for deiaiFs. 

























































Set up your SiJper Scope Receiver 
Mcxiule as shown in the Super Scope 
Manual- Insert your Battle Clash game 
into the Super NES Control Deck and 
turn OM the Super MES and the Super 
Scope, Shoot the screea 



4/M 4d;ustment 



Hold the Super Scope so you can 
see through the opening in the 
eyepiece Sight Tube and the 
Front Sight Aim at the center of 
the target on the ADJUST AIM 
screen and shoot the center of the screen. 
For the best accuracy^ it is important that you 
always aim through both the eyepiece Sight 
Tube opening and Front Sight tube. 


jhA wHfbe ^egistened 
in tfii: center of i/ic tfffgicf. TTir 
j£ lu^ catit}/i}Kd. 


AfisrcaUbfutif]^ Deataimr/te sure 
yror so5pc ft cjcftjraCt by /fn'nf o[ 
tbetar]^[c]^iVi. (fnoi; ne^aHiraie. 


RECALIBRATING THE SUPER SCOPE I 

If lime ^our^im seems iruccur^e^^rif chaii>|[eyour posicion-during play, i 

you should recalibrate the Super Scwpe. Press th* Super Scope's Pause button to j 
bring up che ADJLFST Al M screen and folEow che instructions above. If you do not 
vvant Co adjust your aim, or when you art (inlshed doieg so, you must press the 
E^use button t^ resume playii'i^ th,e gjme. 
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One or two players can play. In Two Player Mode, the players 
will alternate and battle the same enemies. Player one uses 
the ST FALCOrS; player two uses the ST MOSQUITO. 



lAJ^er oeposPn^ your dim. SifC'Ct 
J FiAfTR or 2 PLAYEfl.iyysim{iting 
the dppropfKrtie farjfL 


T/ME TRtAL MODE . 

In Time Trial Mode^ you will battle a group of STs. Your total 
time to defeat each group will be saved by the game until you 
turn the power off. This will allow you to fight each group 
and try to defeat it in the shortest time. The STs you will fight 
in the different difficulty levels are: 


LOW; GAR AM, SCARAB and LORCA 
MED: SCARAB, ARTEMIS and SCHNEIDER 
HIGH: LORCA, ARTEMIS, SCHNEIDER and IVAN 



Off tiiw SfJ-ECT AlODf sf^etre 
cbooje TJAIE THIAL or 

ewme mo£}L 


BATTLE MODE 


in Battle Mode, you take control of the ST FALCOM and 
battle against the Chiefs of the World for a chance to fight 
Anubis. You must defeat all S of the Chiefs to reach the 


battle with Anubis. You wiil see a 
map of the world. On this map you 
will see the locations where your 
battles will take place. The location 
that is flashing is your next battle 
Site. Shoot the screen to begint 
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When you start the Battle Mode^ your pilot will talk to your 
opponent You can learn valuable clues from this conversa¬ 
tion. Shoot the screen to continue. When the talking is over, 
the screen will say “READY?’ Shoot the screen to start! 

Ilf m seiiE 

The game screen i s basically the same in both Time Trial and 
Battle Mode. 



O Ycur Energy Meter turtra blM(( a* you lose to <;nC»t>y attacks. 

& The enemy's Enenjy Meter tiells y-Mi how much energy yottr foe has. 

O The- record time to defeat this enemy. (Reset when power is turned Off.) 

O Dwriitg cIk: g^itic, you Can Me how long it is caldnE to dftfcart CumcnC enemy. 
0 This meEjer fills to indictee the amount of ener^ charged In y&ur weapon. 

0 This is dhe name of Che current enemy ST. 

0 The tnfttcr -irtclti the entmys spted. 

O These Icons tell you which special weapon yog Puve currently sel^ecEed. 

0 This indicates your STs speed. 

fS This is yo«r pilot. Ho will converse with Sic cpvcmy during the opening challenge. 
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Rayar'i 
Energy Meter 


Energy Meter 


Enemy 




Weapon 
Power MeJter 




lemy ^peed 0 Special Weapon 


TourSTj qjeod 





The object of the Battle Game is to use your weapons to 
defeat your opponent. Of course, your opponent will attempt 
to destroy you at the same lime! 


FfR/NG YOUR LASER CANNON 


Your main weapon is a laser. Each 
time you press the FIRE button, you 
will shoot a single shot. Like a ma¬ 
chine gun, you can rapidly shoot 
these bolts, but this does little dam¬ 
age to the enemy, if you don't shoot 
energy builds up in your gun and 
you can fire a powerful Energy Boltl 



The Wfiopon Power Alcter a 
fceated fcen wih viieiv itreen. 


BOMBS AND SPBCtAL iTEMS 


You can also choose to use a Special 
Item, such as a Bomb, by pressing 
the Cursor button. Once you have 
selected the item you want to use, 
aim carefully and press the Fire 
button to use it (See page 13 for a 
description of the special items. You 
will not have all of them at first.) 



Wiopan tona are Tocirted' 
(/ndcrrhe'WMfJdn PKutverMeitr. 


DEFENSE AGAINST ENEMY ATTACH 


Each enemy has different weapons 
in its arsenal You can intercept and 
block most types of enemy shots 
with a single turbo shot but some 
may require additional shots. Any 
kind of attack can be intercepted 
with a fully charged blast. Block and 
counterattack to Survive. 



Vous/ioLifdtbslJflC'mnmg 

fKKisibJ#. 


1 1 . 


















































After righting for a whiJcj the Battle Game inevitably leaves 
an ST ruined, either yours or the enemy's. What happens 
next depends on which Game Mode you are playing. 


BATTLE MODE: VICTORY 



if you win the fight, your foe 
wili iament his loss, You will 
then see the map screen, which 
shows where your next battle 
will take place. Shoot the 
screen to advance to the next 
enemy. The game ends when 
you beat THAMATOS, 


BATTLE MODE: DEFEAT 



If you lost, or if 10 minutes 
pass and you have not de- 
feated your foe, your game will 
be over and you will be faced 
with the GAME OVEJ^ screen. 
Make your choice by shooting 
at the appropriate targeh 
SELECT, RETRY or EMD. 


TJME TRIAL 


aa'sns 


■IW&t- 'DV42Tg 



There is no Retry in Time Trial 
Mode. If you fail to win, you 
will see the RESULTS screen 
with blanks in the time scores 
for all enemies you failed to 
defeat. If you defeat all the 
STs in the group, you will see 
complete results. 
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You can select these special items by 
pressing the Cursor button on the 
Super Scope. Once you have selected 
the one you want, press Fire to use it. 

BOMB . .. 

The Bomb will slowly fly toward the point you aimed at. 
After a short time it will explode, causing a lot of damage to 
the enemy. You get only one Bomb per enemy. 

PLASMA BOMB ...* 

This weapon allows you to launch charged gun energy as a 
Bomb, Because you must charge your gun to 100% in order 
to use the Bomb, you cannot defend yourself while using it 

HOMfNG LASER . . 

This weapon will launch a burst of laser 
beams directly at the enemy’s body. These 
beams will automatically hit the enemy, 
but they cannot chase an enemy that is 
not visible on the view screen. 

CURSOR .. 

When you select this item and press Fire, 
you can then make an aiming cursor 
appear on the screen by pressing the 
CURSOR button. This item will only be 
available in certain stages. 

SHfELD . . V-SYSTEM ^ 




This i tem surrounds you with 
an energy shield for a short 
time. The Shield protects 
you from attacks. 


This shields your ST and 
increases its power and 
speed temporarily but at the 
cost of most of your energy. 
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Each warrior will devise his own strateOT for dealing with the 
different foes he will meet in the Battle Game. Here are some 
basic tips even a beginner should know, 

CHARGE raUR WEAPON AND HRE! . 

Fully charged Energy Bolts are dev- 
a stating to the enemy. If you hit an 
enemy's body wUh such a shot, you 
can sometimes prevent it from ari 
tacking. Energy Bolts will also 
severely damage enemy guns. 

USE TURBO SHOTS FOR DEFENSE! . 

Although turbo shots will not da im¬ 
age an enemy much, they can be 
useful to intercept an enemy’s pro¬ 
jectiles, Avoid taking damage and 
you will live longer and have a better 
chance of defeating your foe. 

FIND THE ENEmy*S WEAK P 09 NTt . 

During combat if an enemy part 
flasheSj. that means you have scored 
a hit. If you just hear a metallic 
pinging sound, your shot is not af¬ 
fecting the enemy. Find the enemy's 
weak point and attack it! 

MAKE GOOD USE OF THE BOMB!* ***** 

The Bomb wil I inflict massive damage 
m most enemies. The explosion will 
also destroy all the enemy's bullets 
that are on the screen. You get only 
one Bomb per enemy and you can't 
carry unus^ Bombs to the next foe, 
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CARAM 
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’ ST VITAL STATS I 

Height: 

7,SS meters 

Width; 

7,3S meters 

Weight: 

Max, 

71,000 kg 

Speedi 

135 kiri/h 


Madal GSR 1,9W) kg 
Madal G5X 1,250 


PILOT: GUIDO 

Guido Is a powerfully built 
mountain man from the 
Rockies who runs his Morth 
American domain from his 
hide-out nestled in the nuins 
of New York City, His ST 
GARAM is bulky enough to 
comfortably fit his body and is 
armed with a Rocket Punch of incredible power. 

SCOUT/NG REPORT-— __- 






The ST GARAM is relatively quick despite its large, 
bulky body. It is difficult for this ST tmodel to fire 
and move, SO it is open to attack immediately before 
or after it attacks you. Be 
sure to block all of its at¬ 
tacks. Even small shots can 
be deadly if enough of then> 
hit you. If you are conf idem 
in your shooting skill, you 
can try to destroy its arms 
and legs. 
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ST VITAL STATS 


A 


Height: 3.00 rneters 
Width: 7.35 meters 
Weight: 93,700 
Max 

Speed: 90 km/h 
Engine: Eratos FS-V 1^900 kg 




rently Chief of 


Ikhnaton u^ett military force 
to obtain a monopoly over 
the oil fields of the Middle 
East and proclaimed himself 
Pharaoh Of Africa and Caliph 
of the Ottoman Empire. He 
spends much of his loot on im- 
Oving his ST SCARAB. He is cur- 
African region. 


o 



The ST SCARAB has some of the most powerful 
armor you will encounter. Even fully charged shots 
may not damage its shell. However, when it opens 
its front gun port to fire at 
you, take the opportunity 
to hit the machinery under¬ 
neath with a fully charged 
laserblast- Afew shots into 
this area will cause critical 
damage to SCARAB. 
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LORCA 


Height; 9.4 meters 
Wi Jth: 5-0 meters 
Weight; 22.7{>0 
Max 

Speed: 125 klTlfh 
Engine: AVGPiep&iis2,330kg* 


Also known as '“The Bard of 
Battle,"^ Lorca has traveled 
. ^ throt^hout Europe, racking 
^ up victories and adding to 
his legend. Lorca received 
his nickname because of the 
dlisorieritir^ ^'Battle Hymn"' that 
his ST gives off during his Sonic 
Spin Attack, Many have fallen to Lorca's trickery. 


SCOUT/NG REPORT 


The ST LORCA moves very nimbly and is difficult to 
hit. Also, its Sonic Spin Attack has incredible power. 
If LORCA loses an arm or leg, however, its battle 
capabilities are lessaned. 
They are not as strong as 
the body so aim at them 
first. When you hear the 
Battle Hymn, charge your 
weapon. When the Spin 
Attack begins, aim for the 
center of the body I 


PfLOT: LORCA 
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ST VITAL STATS 


r SCOUTING REPORT 

The gigantic ST IVAIM is perhaps the largest fighting 
vehicle ever created. However^ because of its size 
and primitive construction, it is slow. Your chance 
to damage it comes when 
its frontal gun bay opens to 
expose the weapon s i ns i de. 

Charge and shoot as soon 
as this area is open. Do not 
claim victory if youdestroy 
[VAN's guns. Your fight is 
only half over... 


Height: 15.72 meters 
Width: 25.20 meters 
Weight: 3S2.000kg 
Man 

Speed; 2D km/hi 
Engine; Koiarev Oval 
V30 2.300 PS 

2.21(30 rpm 


r ^^TONOV 


The resourceful construction 
worker Arttonov found and 
rebu i it the Russian Army ^s ST 
rnanufacturing machinery 
into a truly terrifying ST 
of massive proportions. 
Antonov uses an old Russian 
aircraft carrier as the base from 
which he rules the Oceania region of the Earth. 
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ST VITAL STATS 


ARTEMIS 


Tasha prefers a funning battle down the side Of a 
mountain as her ST ARTEMtS is equipped for aerial 
maneuvering. Eventually, the fight will reach the 
foot of the peak aiad then 
the real battle will begin. 
ARTEMIS makes up for lack 
of arnvsr by maneuvering 
quickly. The primary attack 
method of ARTEMIS is to 
launch a volley of missiles. 
Be sure to intercept these! 


Height: 9.32 meters 
Width: 5,2S meters 
Weight: I9.S50 kg 
Max 

Speed; 120 km/h 
Engine; Ariel A5 1,800 kg 


PILOT: TASHA 

Tasha is the only woman 
amof>g Thanatos's si k chiefs, 
but she is every bit as tough 
33 her male counterparts 
when inside her ST 
ARTEMIS. She fights to pro¬ 
tect herself and her adopted 
South Americanpeople^ whoshe 
rules from her citadel in the Andes mountain range. 


SCOUTfNG REPOR 
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Heights ll,40mecers 
Widthi S.65 mexers 
Wciglltr 3 1.700 kg 
Max 

Speed £ ISSknrii'}] 

Engine: Mfcragc AXISjV '2,260 kg 
Mirage AXISft 1^250 kg 


Carlos (S Arkubis'stop General 
and second only to his mas- 
ter in Battle Game skill. He ^ -j 
carries out the edicts of 
Anubis from Mocnbase Luna. 
Althoughhisdemeanor is calm 
and dignEfied, he hides a cruel 
and vECFous streak behind his emo¬ 
tionless face. He is a cold-btooded fighter. 


; r / vG REPORT 


The ST BAROM is heavily armored and very fast. 
Carlos has used the most advanced technology avail¬ 
able to Improve his ST so that it is a well-balanced 
war machine suited to at¬ 
tack and defense. As with 
VALIUS, few have survived 
a fight with BARONj. so little 
first-hand information is 
known about his tactics. 
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tHASflANTV AND SggVJCg iNFORMAflO 


90-DAY UMITED WARRANTY 

HARDWARE', ACCESSORIES, CAME PAKS (''PRODUCT") 

'H^PDW.^RE ONLY- TO EXPEDITE AUTHORlZAtlDN OP AHV REOUIREB WARRAMTY WORK, WE 
PECOMf^EKD THAT VOD COHPLITE AND RETTJRfJ YCOR WARRANTY CARD WITHIN lO DAYS OF 
PURCHASE ^DP flEOEIPTAS AQIFT). 

&0-DAY UMtTEP WARHANTY 

NiilleriOO Cif Arnerica liiic. (TJinlen(J 9 ''J warrants to Ihe nriglnBl purchaser Ihat EhiS pJAiduCl Shall bc 
fr-ee defects m maEarial erjd workmanship tor Ji pferiocf &S 90 days Irom the dale of pwrchaga. 
If a delect cohered hy this warranty occurs during this 90-Clay wairanty pe^lwt. NifHeraJo will repair 
or replace toa defective product OroOr»fi!Mn*riL pad. ai ds Opt^an, Iree-of cSiarge. 

WAftflANTY SERViCE OR 

REPAiR/SERVSCE AFTER EXPlRATtON OF WARRANTY 

To racaive this ’rtarranLy service Or 10 receive- service after warranty expiration: 

1. DO NOT return your prOrfeid to lire rolailer. 

Pie&?:e call the NINTENDO WORLD CLASS SH^VICt'^ COriter Consumer Assiglanoe Halltrwal: 

1 .a60-iSS-37M. -Our hours of OpOraliOrt are IrOto i:f)Q a-m to MidnigM. Pacific Time, Monday 
through Saturday. and from &-00 am to 7;CXi pm, PaciHc Time on Sundays (limes subjer:! to 
chartge). II IhO NintoiVto Setvjoe Repreeenlatrve is (jnable tc solve Ihe probtorrt over Ihe 
tolephdVl, yOu ‘^11 be referred to the rveereat AUTHORIZED NINTENDO WORLD CLASS 
SERVICE’^ Ce«ler tor pr-ompt, proleaE'tonal warrenly service Or repair dAd rcpiaceinent 
oomponenla. t^cu may also refer to your yellow pages directory under toe headingi of VTtfeo 
Games - ^ervi'tje j Repair, tor the nearest looaiiori. 

To satisfy Ihe needs Of Our Customers, Ninleryto maintairrs a prefeasicoal network oJ 
AUTHORIZED NINTENDO WORLD CLASS SERVICE-' Cenfere located in major iretropoJilen 
Areas artd also oltori e^rvess factory service, in seme irvatences H may be naoeesaty to Ship 
Ihe complete product. FRElQI-fT PREPAID AND INSURED FOR LOSS OR DAtilAOE tO the 
neares! service location. 

This warranty shall not apply H Ihft product been flAniAged by neglc^ence, eoddent, 
unreaSOnttbla us*, comtioercial use,. modihCbllon. lampenng, or by other causes unrelat-ed “o 
deled! ve rnateriats or wpAmattshlp. This warranty shaft not apply if any produd Serial tlurtiber heiS 
been atiered. detoced, of removed. 

WA LmtTA Ttom 

ANY applicarle Implied warranties, including warranties of 

MERDHANTABILITV AND FITNESS FOR A PARTtCULAR PURPOSE, ARE HEREBY LitJllTED 
TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE 
CONDITIONS SET FORTH HEREIN.. IN NO EVENT SHALL NlfTIENDD EE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY 
EXPRESS OR IMPLIED WARRANTIES. 

The provisior^ cf ihls warranty are vaSd ^ the United States and Canaria only. SOfhft Staid&'pwyinces 
[Jo not allow limhationB on how long an implied warranty lasts or excluaOri Of OCriSOquWlial or inodSfltol 
riamages, so the above Smilations a>nd endusions may not apply to yOu. This wlUtonty gives you 
apedfE legal rights, and you may ateo have Other rtgrits which '^aty between stOteSiprovirices. 
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Mintendo of America Ing. 

RO. Boj( 957, Redmond, WA 90073-0957 U-S.A, pfuNTtonjABw 


